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mMemnapcn 


Memnarch remembers perfection. He was perfect once—not as perfect as his creator, but 
perfect nonetheless. Then, what seems like millennia ago, something happened. His eyes became 
soft, then his face. He was becoming flesh. Was it some flaw in his design, or a blight brought 
upon him by some invisible power? 
Memnarch was driven to find the answer, then driven mad by his failure to find it. He 
began to ingest serum—the intellect-expanding fluid essence of blinkmoths—in larger and larger 
doses. Dissatisfied with the rate at which his perception grew, he began 
to modify his own form to accommodate more and more of 
? the substance. He created a huge serum tank as a 
surrogate body, with equally huge metal legs to support 
it. From the front of this structure, Memnarch’s frail 
body emerges in a seamless blend of shining metal 
and mortal flesh. 

It has been centuries since Memnarch put his 
plan into motion. He brought flesh creatures to his 
world to pollute it further, in hopes that they would 
in time find a way to restore Mirrodin to its metallic 

perfection. If only he could become a planeswalker 
like his creator, Memnarch thought, he could 
end his ignorance and suffering in a blink. 
Perhaps one of his “subjects” has that 
spark. Perhaps he can take it 
for himself. 
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~SLOOQVC, GOOLIN TINKepep 


Goblins have their own name for Kuldotha, the Great Furnace. They call it “the Steel 
Mother,” and it is their most sacred place. They cast their dead into its rivers of molten metal, 
and then forge weapons and “ancestor machines” from the same metal. But on the day the blue 
sun—the Eye of Doom, as they call it—-passes directl 
over the Steel Mother, the goblins cower. It is said 
that when the Eye of Doom comes to rest 
overhead, the world will end. 

The unluckiest day of Slobad’s life was the 
day he was born. That’s because he was born 
with the Eye of Doom directly overhead, making 
him unclean—a pariah, cast out of the warrens at 
Kuldotha and left to die at the outer reaches of the 
Oxidda Chain. Fortunately for him, Slobad proved 
to be one of the most resourceful goblins ever to 
wander Mirrodin. He sought refuge with the Krark 
Clan, a group of goblins ostracized because they 
didn’t believe in the sanctity of the Steel Mother. He 
manages to find his place in the labyrinth of rusted 

tubes just under the surface of Oxidda, avoiding ei ae 5 i 
levelers and rival goblin gangs alike. Illus. Kev Walker 
It was Slobad who found Glissa hanging from the maw of an inert leveler and 
carefully nursed her back to health. Although all the elf and goblin have in common 
is that they are both misfits, their loyalty to each other has grown strong in the 
face of adversity. 


the intepiop 


With the vedalkens hot on their heels, Glissa, Slobad, 
and the ancient iron golem Bosh descend through the 
Knowledge Pool and into a huge tunnel. They discover 
that Mirrodin is indeed hollow, and the world on its 
inside is far different from the world on its outer surface. 
A huge sphere of pure mana is suspended in the center of 
this interior cavity, serving as a kind of sun. The ground is a 
uniform flat silver, with a somewhat hammered appearance. 
Punctuating this barren landscape are huge stalks of 
mycosynth—funguslike structures that grow up toward the 
mana core, topped by an intricate latticework like an organic net 
overhead. Their purpose and | 
° origin are shrouded in mystery; not 
even Memnarch himself knows where the towering 
growths came from. Only artifact creatures roam 
amid the mycosynth, both myr and other stranger, 
deadlier constructs. 

The interior of Mirrodin features just one other 
structure: a shining tower, an arcane needle jutting high 
into the sky. As Glissa and her allies will soon discover, this 
is Panopticon, the fortress and observatory of Memnarch. 
From here he magically scries the surface world, safe from the 

machinations of its creatures. But he has been expecting visitors for 
quite some time. 
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I remember being nervous when, two years 
ago, the Magic® R&D team started talking 
about doing an artifact-based block. (Yes, we do 
_ plan things out that far in advance.) I was nervous 
because I remembered that back in my playing days, I 
_ had really looked forward to the Antiquities® set, the 
previous attempt at an artifact-centered Magic set. 
I was somewhat disappointed with the result: The 
Antiquities cards didn’t play all that well. They tended 
to be one-dimensional and lacked the depth of play that 
makes the Magic game great. If Wizards couldn’t pull 
off an interesting artifact set back then, how could we 
hope to design an entire block based around artifacts? 
But the Mirrodin™ set certainly paved the way, and 
I was very pleasantly surprised at how well that 
expansion turned out. The challenge facing the Darksteel 
design and development teams was to expand on what 
Murrodin started, while avoiding the Antiquities Are 
Every good development cycle starts out with a good design 
team, and I must compliment the Darksteel design team: Bill 
Rose, Mark Rosewater, Tyler Bielman, and Brian Schneider. 
When I compare the set that the design team delivered to the 
development team to the set that development delivered 
to editing, theyre very similar—much more so than 


usual. All of the major Darksteel mechanics were in place 
from the start. 


Illus. Martina Pilcerova 


Down with Shatter! 


Mark Rosewater relates an interesting story about 
the origin of the indestructible mechanic. He and 
Bill Rose were at the neighborhood coffeehouse 
discussing what mechanics would be cool to try out 
in the Darksteel design.’ They asked themselves the 
question, “What’s the one thing players like least about . Te 
artifacts?” Mark answered, “They don’t like it when their Hines Nottsuc 
opponents blow them up. I hate paying six mana for some cool thing, only to see my oppo- 
nent spend two mana to play Shatter on it. Wouldn’t it be cool if we could make some 
artifacts ‘destruction-proof >” Bill answered, “Well, why don’t we then?” Thus indestructible 
artifacts were born. 
The indestructible mechanic is one of the few keyword mechanics I can think of whose 
name came first, before we even knew what the cards would do. Usually, a mechanic’s name 
is just a placeholder early on, and our creative people come up with a list of possible names 
much later in the process. But “indestructible” just struck everyone as the right name for 
the mechanic from the get-go. In fact, indestructible isn’t technically a keyword at all. We’ re 
just using its dictionary definition: “incapable of being destroyed.” 
The indestructible cards in the Darksteel set went through some interesting 
permutations on their way through development. At first they were all just “vanilla” 
creatures. For example, “Indestructible Ogre” was a common five-mana 2/2 
indestructible creature. Early playtesting showed that implementing the mechanic 
this way could be very annoying for Limited play. Indestructible creatures badly 
_ stalled the ground battle, and there just weren’t enough ways to get rid of them. 
The development team then tried turning all the indestructible 
creatures into Jade Statue—like artifacts that you paid mana to turn 
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into creatures tor a turn, but the cards just didnt look as 
_ cool. Anyway why limit ourselves to just creatures? In 
ie end only the smallest of the indestructible cards, 
Darksteel Brute, has an activation cost to become a 
_ creature until end of turn, and the indestructible cards 
_ became a very diverse lot. We also decided to make all 
_ indestructible creatures uncommon or rare to avoid 
_ gumming up combat in Limited games. 


- Sharing the Chimera Love 


_ Like the indestructible cards, the Arcbound creatures 
_also evolved during the creation process. While 
creating the Darksteel set, the designers looked back at 
popular artifact creatures from the past, especially ones 
that shared a mechanic. One 
group that stood out was 
the Chimeras from 1997’s Visions™ set. [he Chimeras were a cycle 
of four 2/2 artifact creatures that when sacrificed could give their 
ability—and power and toughness—tto another Chimera in play. 
These creatures were pretty popular at the time, especially 
among casual players, despite the fact that the 
Chimeras’ “sharing” ability is a little narrow. 
It just so happened that the Mirrodin set 
had established a theme of +1/+1 counters 
on creatures. Combine that with a desire to 
| recapture the appeal of the Chimeras, shake 
. well, and voila! The modular ability was born. 
_ Originally, the Darksteel modular creatures 
} were also called Chimeras and could only 
_ transfer their counters to others of their type, 
but they proved to be much more fun and 
_ flexible to play if they could give their 
| counters to any artifact creature. Once 
_ this change was made, the Arcbound 
_ creatures proved to be one of the most 
fun ee in the Darksteel set. 


Filling Up fhe Artifact Toy Box 
As with most small sets, the Darksteel set embraces the mechanics 
introduced in the block’s large expansion and expands on them. In 
addition to some fun new affinity spells and creatures, look for the new 
land-affinity Golems, which grow cheaper based on the number of basic lands you control of a _ 
particular type. There’s nothing quite like a 2/4 flier on turn three, which is exactly what Spire Golem 
gives you in a monoblue deck! There are new entwine cards such as Savage Beating, 
new imprint cards such as Panoptic Mirror, and of course a whole arsenal of new 
Equipment. Keep an eye out for the “throwing” Equipment and the two elemental 
Swords. Finally, ine second piece of Kaldra Equipment makes its entrance, and 
you might suspect that a third piece is waiting in the wings. Don’t fret—the 
Fifth Dawn™ set is only a few short months away! 


illus. Mark Zug 


I hope you have as much fun exploring and playing the Darksteel 
set as we did designing and developing it. Enjoy! 
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1. Soulscour 
This card essentially reads, 
“Destroy everyone in the game 
but you.” Simply put, if you have 
@ artifacts in play when Soulscour 
Destroy all nonartifact permanents. | fj resolves and your opponent doesn’t, 


“T have seen the ard of times, a future 


in zo EL you will win the game. It’s that simple. 


2. Darksteel Colossus 
Yikes! The only thing scarier than a humongous monster 
is a humongous monster that just doesn’t die. Well, 

perhaps two humongous, invincible monsters 

are even scarier, but that’s beside the point. 

Darksteel Colossus is the biggest and best 
Colossus of all time, and it’s likely to frighten 

any opponent into submission. 


3. Fangren Firstborn 

If you’ve been looking for a creature that 
makes you feel good about attacking, Fangren¢ 
Firstborn is your guy. It makes all your 
creatures, including weaklings like Birds of 
Paradise and Ornithopter, into serious threats 
(relatively speaking, you know). 


4. Juggernaut 
Ladies and gentlemen, without further adieu, the “Lightning Rod” is 
back. (Juggernaut was at one time Lightning Bolt’s favorite target) 
Arguably the coolest artifact creature of the Magic game’s early 
=a § years, Juggernaut has informed Wizards R&D that it’s time for . 
U pececee  ee ‘a comeback. Want a meaty attacker that won’t be intimidated 
i by Walls? One that you can throw into any deck? A creature 
that relentlessly delivers beats? Look no further. 


5. Death Cloud 
Death Cloud delivers such a savage blow that you 
wouldn’t wish it on your worst enemy. Wait a minute— 
of course you wish it on your enemies! A devastating 
combination of absolutely wicked abilities, this black spell, 
% closely related to powerhouses like Balance, Pox, and Fireball, 
on sacrifices X create ‘ is likely to render your opponents hopeless. Just make sure that 


@ then sacrifices X lands 


The xcarn’s milion wings sive YOU have something left standing when the smoke clears 


foul breezes. 
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6. Arcbound Overseer 

At last, artifact creatures get some support! 

The Darksteel set brings us modular, an ability 

that makes all artifact creatures more difficult to 
| 6) keep in check. Arcbound Overseer is the biggest 
| Auteveioning ofvourunkeer-exts Hi and baddest of the new modular creatures, and 
7 it’s essential for your modular army. 


7. Chromescale Drake 
Played in a deck with lots of artifacts, Chromescale Drake could just 
as well read, “Draw three cards and put a flying beatstick into play.” It 
could also cost just three mana in the right circumstances, which makes 
he Drake a steal. Chromescale Drake can 
combine with “bounce” cards like Crystal 
| ' Shard to give opponents headaches—and 
ccna he i‘ - give you enormous card advantage. 


your hand and 


Mlb (Archound Ravager _ . 

? 8. Arcbound Ravager 

There may not be anything cooler than having four © 

or five modular creatures out along with an Arcbound 

Ravager. If any of your modular creatures go : 
unblocked during an attack, you can sacrifice all of the ~ 

oe blocked Arcbound creatures to the Ravager, then sacrifice 

| Counter on Arc bound Kava ima (toe Arcbound Ravager to itself to give that unblocked 

, 3m creature a huge bonus. Think of it as the “Modulatog.” 


9. Savage Beating 
Savage Beating is “The King of Combat.” Giving 
all of your creatures double strike during combat is 
likely to sway any fight to your favor, and having the 
/@ option of attacking again—while all of your 
cnt aM Creatures still have double strike!—just makes 


oreatures you control gam 
ual end of turn; or untap all Go 


cmiolandaterharbe, Hi Savage Beating that much more cruel. 


10. Eater of Days 

If ever there was a creature to combo with the Scourge 
expansion’s Stifle, this is it. Eater of Days is the epitome of 
the high-risk, high-reward creature. If you play it and your 
opponent doesn’t destroy it, you'll probably win the game. 
If you play it and your opponent does destroy it, you'll 
probably lose the game. But who cares? It’s a 9/8 

for four! Creatures don’t get much cooler than that. 


Pe 
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Ather Vial 


_l 


t ye a ex yr: ¥ ¢ s 2 - s 3 
p ALLE ; - CTS = : : — oo os fae | may put a charge counter on Alther Vial. 


from the game. : 
8 You may put a creature card with 


converted mana cost equal to the 
number of charge counters on Adth 


ono ra drea n a | 2 | : oe : 3 < > the checklist on ag 19 7 - - Vial from your hand into pli 


phicross cut 


(Angel's Feat —______ 2) a (Arcane Spysiass 


Whenever a player plays a white spell, | | puta char : 

you may gain 1 life. a Remove three charge counters from A, a ray pur its + 1 Pet 
s sworn protectors are the troll || Arcane Spyglass: Draw a card. : oon 
EAISOFRE PFC 


the langle itself. 


hand that clutches t. “reature. } 
rand that heids i, : 4 It breaches not physical distances but 


oral anes. 


(Archourd Crusher 


Artifact Creature rE ‘ | ie Artifact Creature © ome) Artifact Creature 


Es 


: 


‘Trample First strike 


Modular 4 (This comes mito play with 
four +1/+1 counters on i. Wh 
pe nto a graves 


At the beginning of your upkeep, ' : Haste 
move a +1/+1 counter from target rure | ie i) Modular 2 (fhus comes unto pl 
onto Archound Fiend. | [| tooo t+1/+1 counters on u. When 
: : et put itto a graveyard, vou lay put is 
+1/+1 counters on target artifact 
creature.) 


Whenever another artifact comes mto play, 
put a $1/4+] counter on Archound Crusher. 


Modular 1 (Th Is coutes s into 7 th a 


(Archound Overseer ( | _ (Archound a (arcbound stith 


Artifact Creature 
At the beginning of 5 gees U ; Sacrifice an artifact: Put a +1/+1 4 Remove a 41/41 counter from Arcbound | || Whenever Arcbound Slith deals combat 
+1/+1 counter on cach creature with : counter on Arcbound Ravager. Reclaimer: Put target artifact card from : [| damage to a player, put a +1/4+1 counter 
modular you control. ; ee : Pe your ee on top of your library. 4 


: a Modular S COM 
Modular 6 ¢ This § contes Into bla ith six y te] c CS a oe a te 
+2/41 countel i} 2 it’s put Inte a . oe i 


Wee you ts +1/4+1 co graveyard, » 
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(Archound Stinger 2) ae (Arcbound Worker iok Glaivemas ___.S) a Auriok Siege 


{Artifact Creature 
: : ee ge Aurce Clnive aaeter ij - Target artifact creature blocks 
Flving —. ff es BIL Duly GALh @ | As long as Auriok Glaivemaster is | Auriok Siege Sled this curn if able. 
: e . equipped, it gets +1/+1 and has 
Modular 1 (Th Dee ee ‘Target artifact creature can’t 
block Auriok Siege Sled this turn. 


> 


Everything in its path 1 either pust 
aside or ground under, 


ee m® larget player loses 1 life for each When Carry Away comes into play, 
Blinkmoth Nexus becomes a 1/1 | mee tapped artifact he or she controls. unattach enchanted Equipment. 
Blinkmoth artifact creature with Oying : : 
| until end of turn. It’s sull a land. : 1 one who di 
entwine cost.) = 1 | © Taree: Blinlaneth ges +141 snl dead.” : 
reature on Mirradin is a ghming rod. 3 : until end of turn. ee : eth, keep er OF the Vaul 


u control enchanted Equipment. 


Ee ososict SOROS 


Whenever an opponent plays a : en Chitterine Rats comes into finity priibaces is spell coe © : 4 @: Pura charge counter on target ar 
nonartifact spell, put a charge counter * pS te one ee 7 r : i Lt Sacrifice Goretapper: Pur nwo charge 
on Chimeric Egg. play, a ad puts a on Flying Be oe counters on target artifa 
: rom his or her hand on top of his aoe 
Remove three charge counters from : : : $ eo i 
Chimeric Egg: Chimeric Egg becomes a A ME OF her library. - a gare ee on 
6/6 artifact creature with trample until ' : nn feeders sontetimes rise Te : Put all aruf 5 revealed this way into 
end of turn. ae ee : 2 ae <) @ : ‘our hand and the rest into r graveyard. 


(crazed Goblin _ 


{ pea. 4 Ds indestructible. 
Crazed Goblin attacks each turn if able. : ¢ es ‘s and let : ok : ag ay nd lethal damage 
don't de. 


Because fishting is easter than figuring out a : oe : cee el Colossus would be put ite a 
what else to do. me | ®: Darksteel Brute becomes a 2/2 - .. — | 4 fom anywhere, reveal Darkane 
oe artifact creature unul end of turn. : 
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( Darksteel Pendant 
— 


eon 


Artifacts you control are indestructible. oa : 7 an i og . a 
tray” effects and lethal damage don’t | nel Garovic 6 depcuble | : Darksteel Ingot is indestructible. : — § ee ene ee 
OSTEO IG se 1 (“Destroy” e and lethal damage [eee ee ae ee eee 


effects and lethal damage 


ao We oe) &: Add one mana of any color to : i om at eon of your 
ihe ultimate treasure 1s one that guards : your mana pool. : ibrary. You may put that card on 


if 


(Death-Mask Duplicant 


act 


imprint 
in your gravevard from the game. 
moved card is imprinted on t TIGL enever a player plays a black spell, 
As long as an imprinted creature card has d 4} you may gain | life. 
flying, Death~Mask Duplicane has flying. a ae 
a : § “he same is true for fear, first strike, dts curve v ¢ the ts of hfe and death, 
When Darksteel Reactor has twenty or more ; eMC : & : 4 double strike, haste, landwalk, protectic 
4 and trample. 


Each player loses X life, then 
@ discards X cards from his or her 
hand, then sacrifices X creatures, 


g g £ 
put a charge counte Darksteel Reactor. 


(Dragon's as. ida‘ (Drill-Skimmer 


Destroy target artifact. If that artifact ae }| Plying Whenever a olaver clave an ardfact nell 
a oo see a & : ‘ : : ’ vera player an artifact sp 

had counters on it, put that many +1/+1 : : ee) Drll-Slammoer can’t be the target of : : that player ee anol of Diolan Cee 
counters or charge counters on an ome you may gain | Ife. Pwe | spells or abilities as long as you ee Thi  duese't end at end of torn) — 
artifact you control. ye ae oe aS 4 control another artifact creature. ie . be : : 

hough ne longer attached to the hand = ee 2 kind? 
a - a * * rs es etiese 

holds its adversary In is gras 4 In close proximity, thetr magnetic energies 
HleYGe AN wi a field of protectins 


(Dross Golem | Ma (Eater of Days 


Arti 


4 Flying, trample 
4 When Eater of Days comes into | Destroy target enchantment and all 
play, you skip your next two turns. ee other enchantments with the same 
name as that enchantment. 
é we When Ati ie : ee 
Lephidross, the more tm adopts | developes yy £ bt the level A single light unleashes a hail of 
thirst for death. i 


me name as that creature 
get +2/+2 unul end of turn. 


Al sing l unleashes a flurry of fh. 
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® larget creature and all other creatures 
with the same name as that creature 
fe get -2/-2 until end of turn. 


® A single fear unleashes a torrent af 
m nightmares. 


i Creature — Spirit 


| Flying 
Whenever Emissary of Hope deals 
combat damage to a player, you 
gain 1 life for each artifact that 
player controls. 


artifacts with the same name as that [4 


artifact. 


A single misstep unleashes an avalanch 


® Essence Drain deals 3 damage to 
® target creature or player and you 


ain 3 life. 


dephidross claims all life within w. 
That cannot be twisted is absarbed, 


Rerurn target nonland permanent 
# and all other permanents with the 
| same name as that permanent to 


their owners’ hands. 


tA single lie unleashes a tide of dis 


*@ Whenever Fangren Firstborn attacks, 
@ put a +1/+1 counter on each attacking 


me Eiying 

@ Whenever Emissary of Despair 

fe deals combat dam @ a player, 
@ that player loses 1 life for each 

m artifact he or she controls. 


ioe Be aE i cit ita e ie 


Fireball deals X damage divided evenly, 
rounded down, among any number of 
target creatures and/or players. 

As an additional cost to play Fireball, pay 
% for each target beyond the first. 


i fell upon the crowd like a dragon, 


acca 


cient and idl of death. 


“The first target’s free, right? 
And then I pay © for each 
additioal target? Damage 

rounded up or down?” 


You Can’t Keep a Good Name Down 


Ever since Richard Garfield created the Magic game more than 
ten years ago, Fireball has been the iconic X-spell. If you were 
playing “back in the day,” you probably remember figuring out 
‘Fireball math on your fingers, trying to inflict the maximum 
damage on your opponent’s creatures and life total: “I have eight 
mana available, including one red mana, and a Fireball. What can I 
do with that?”* _ ) 
But Fireball’s comeback attempt nearly 4. 
went down in flames. To begin with, the 
spell is really complicated. Why not 
create a new card with simpler, shorter 
rules text? But that proposal was shot 
down because no one could bear the 
a thought of losing the name “Fireball.” 
LE Le me its just so... succinct. 
.too? How do I add 1 to it without Once the team committed to 
knowing what it is? | : 
reprinting Fireball, debate broke out | 
within R&D about how the card should 
be worded. Fireball had been reprinted in the 
Beatdown™ box set with a radically different wording—becoming the 
iconic X-Y-spell! A box set is one thing, but could we really bring ourselves 
to print Fireball with the mana cost X Y @ in a regular Magic expansion? 
After much arguing, the answer was no. A card with “Y+1” targets just isn’t 
something the game needs. Maybe someday we’ll print a card with 
but not today. : 
In the Darksteel set, the original is back. 





| | ee) ee 


Ee Rote tit 


Flamebreak deals 3 damage to each 
creature without flying and each 
player. Creatures dealt damage this 
way can’t be regenerated this turn. 


ve 


nee Ty thirsty. 
orva, Vulshok bartlemaster 


‘ Ge 


eard from his or her hand, you may 
draw a card. 


ke book shri 
18 opené 
moment's rest from the painful stiy 


of the beo 


ae aD ce or Ear 


artifacts (Thuis spell costs 
less to play for each 
Flying 
When Furnace Dragon 
play, if you played it from your hand, 
remove all artifacts from the game. 


5/5 | 


destroy target artifact and untap 
Goblin Archaeologist. Hf you lose the 
flip, sacrifice Goblin Archaeologist. 
Alex 

ro be blown ace. 


| Whenever Gemini Engine attacks, put 


an attacking Twin artifact creature 
token into play. Its power is equal to 
Gemini Engine’s power and its 
toughness is equal to Gemini Engine 
toughness. Sacrifice the token at end 
of combat. 


t the beginning of your upkeep, 
sacrifice a permanent. 


| Whenever Greater Harv 
} combat damage to a player, that 
| player sacrifices two permanents. 


Genesis Chamber 


Whenever a nontoken creature comes into 
if Genesis Chamber is untapped, that 
ture’s controller puts a 1/] Myr artifact 


creature token into play. 


| Flying 


®, Pay 1 life: Grimclaw Bats gets 
+1/+1 unnil end of turn. 


Fiven on a worl metal, there are 


@ those who thirst for blood. 


esruccke; [Hoverguard Observer __ 26.) 


.Creature — Drone 
quipped creature gets +2/+1 and has me tiying 
Unattach Heartsceker: Destroy Hoverguard Observer can block 
only creatures with flying. 


‘Target crearure gets +1/+0 until 
end of turn for each artifact you 
control. 


Prevent all damage target 

deal this turn. You gain life equal to 
the damage prevented this way. ch to target creature = 

we oe . Ths card | WR ae It could be made to run silenzly, but tts 
Bend with the storm, then reply i kin : ff : sie ee low Aum reminds the Neurr 


alwvays watched. 


Their pain Is so great, they can’t help 
but share it with others. 


_orAlex Horley-Orlandelli oe Hohe! Suifin oe ee eS : teu Walker 
ws SF £8 


Artifact Creature 


Juggernaut attacks each turn if able. 
Juggernaut can’t be blocked by Walls. 


(Walls can’t attack.) 
+ Protection from artifacts 


Whenever an opponent plays an 
| artifact spell, you may put a 1/1 
green Insect creature token into play 


Karstederm comes into play with 
five +1/+1 counters on it. 
j nee | Whenever an artifact comes into 
eae os o — play, remove a +1/+1 counter from 
forge that made ut q ue ie : . Karstoderm. 


inflame deals 2 damage to each 
creature dealt damage this turn. 
ith the fire fe fhe goblins built wu jar larger than b 





12 _ DARKSTEEL 


AeA SEN NE IE PO Tr ne a ee ee ae a eo 


ak sine. 


(UInstant 


Whenever a player plays a blue spell, 


may gain | life. 


right as a purror, dark as. 


| Equipped creature has “@, Unattach 
4 Leonin Bola: Tap target creature.” 
Equip ‘Attach ta target 
you control. Equip ont 
card com 


n play y 


Look at the top X carc 

where X is the number o 

control. Pur one of those cards in 
hand and the rest on the botram 
library in any order. 

As long as there are gr 

vedaiken cil ask them. 


igue 


‘Tap all artifacts. 
The Auriok h 


I. 


Krark-Clan Stoker 


©, Sacrifice an artifact: Add @ 
ur mana pool. 

" is are thrown into the Gi 

y sous returned to the 


rox Pete Ventery 


ws eas 


(Leonin Shikari 


‘Creature —- Cat Soldier 


fou may play equip abilities any 
time you could play an instant. 


Fler instinct is A her bla. 


ve England 


Artifact creatures you control gain 
flying until end of turn. 


g a way to return Lhe specimens 
safely to the ground. 


rodin’s 


: Add J to your mana pool. 
Pur a charge counter on 
Mirrodin’s Core. 
e, Remove a charge counter from 
Mirrodin’s Core: Add one mana of 
any color to your mana pool. 


Fallen enennes are fed to the scavengers. 


Last Word can’t be countered by 
spells or abilities. 
Counter target spell. 


You don’t lose the game for having 
Q or less life. 

Whenever you lose life, sacrifice a 
permanent for each 1 life you lost. 
(Damage causes loss 0 


bo €: Target permanent becomes an 
artifact in addition to its other types 
(Thi e 


ud of turn.) 


a etal and flesh, 


Des rarget nonblack creature. It 
can’t be regenerated. You gain control of 
all Equipment that was attached to it. 

This effe md at end of turn.) 


ngers are alevays the first to pay their 


eonin Battlemage 


farget c 
of turn. 


oxodon Mystic 


m Creature — Ooze / 


B Mephitic Ox 
Feyou control. 


| Whene 


damage to a creatu 
‘The creature can’t be regenerated. 


All permanents are artifacts in 
addition to their other types. 

All cards that aren’t in play, spells, 
and permanents are colorless. 
Players may spend mana as though 
it were mana of any color 
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i Artifact Creature 


: Target land becomes an artifact 
in addition to its other types until 
end of turn. 


One thing the nrvr can’t do ts enjoy the 
scener 


Flying 

Discard an artifact card from 

hand: Return Neurok Prodigy to its 
awner’s hand. 


ould I be bound by rules when I 
: beyond them?” 


((Oxidda Golem 


play, tap enchanted permanent. 


Enchanted permanent doesn’t untap 
during its controller’s untap step. 


Enchanted permanent has “Discard two 


artifact cards from your hand: Untap 
this permanent.” 


DARKSTEEL 


don't destroy it.) 
All Myr get +1/+1. 


Puta i/1 Myr artifact creature 
token into play. 


artifact in addition to its other types 
until end of turn. 


@: Until end of turn, target artifact 


F creature becomes blue and isn’t an 


artifact. 


Destroy target artifact. [t can’t be 
regenerated. 


(Pp eron Ghost 


Plying 
Sacrifice Preron Ghost: Regenerate 
target artifact, 


fending to the death isn’t 
enough. 


2S 


GUaRLLES V1 
controllabilt 


At the end of your turn, if Nim 
Abomination is untapped, you lose 
5 life. 


\ Panoptic Mirror 


3B May remove an 
ard with converted 

Xin your hand from the game. 
miprinied om pais artifact.) 


copy an imprinted instant or sorcery card 


1 and play the copy without paying its mana 


cyst. 


‘Target plaver reveals three cards from 
his or her hand and you choose one of 
them. That player discards that card. 
Then if that player has more cards in 
hand than you, return Pulse of the 
Dross to its owner’s hand. 


rs, the 


Nemesis Mask 


All creatures able to block equipped 
creature do so. 
Equip ¢ :Anach to target cre. 
you control. Equap only as a sorcer 
SOMES 7 unattached and 
lay if the creature leaves play.) 


Flying 

As long as Pristine Angel is untapped, 
it has protection from artifacts and 
from all colors. 

Whenever you play a spell, you may 
untap Pristine Angel. 


cen GLE M, Fischer 


i gain 4 life. Then if an opponent 
has more life than you, return Pulse 
of the Fields to its owner’s hand. 


ation, there was 








Pulse of the Forge deals 4 damage to | 
target player. Then if that player has 
more life than you, return Pulse of 
the Forge to its owner’s hand. 


, there was ang 


When Quicksilver Behemoth attacks 
or blocks, return it to its owner’s hand 
at end of combat. (Return it only if 22's 


ike ei iio 


esr ABLBORY S. 
Pawnee 1O4 


th your library for an artifact card 
with converted mana cost X or less and 
put it into play. Phen shuffle your library. 


Play Savage Beating only during your turn 

and only during combat, 

Choose one — Creatures you control gain ol 
double strike until end of turn; or untap all 
creatures you contral and after this phase, 5 
there is an additional combat phase. 


Entwine * 


| Draw two cards, then discard a 


card from your hand. Then if an 
opponent has more cards in hand 


} than you, return Pulse of the Grid 


to its owner’s hand. 


we labs or lectures, there was insight. 


(Razor Golem 


s for Plains (This spell c 
reach Plains vou control.) 
Attacking ¢ : 
to tap. 


7 instant 


Return all artifacts you contral to 
their owner’s hand, 


rege 


aE TO PER 


mr se ANE Cavotts 
AMSA: 


age ivon and “a to oe io their own 
bulky shells, 


seneeeoaanaesnenaenatnnaeriensendentieneenetadente 


RRR CORRE RRR RRR 


Pulse of the Tangle 


Put a 3/3 green Beast creature 
token into play. Uhen if an opponent 
controls more creatures than you, 
return Pulse of the Tangle to its 
owner’s hand. 


there was hk 


Reap and Sow 


Choose one — Destroy target land; 
or search your library for a land 
card, put that card into play, then 
shuffle your library. 

Entwine » (Choose t 

the entwiie cost.) 


R 


Return target artifact card from your 
rd to your hand. 


chant Creature 


Enchanted creature gets -1/-1. 
When enchanted creature is put into 
a graveyard, return Screams from 
Within from your gravey 


Instant 


Destroy target artifact creature or 


black creature. It can’: be regenerated. 


For the first and last time, the horrific 


Put two target artifacts on top of their 
-owners’ libraries, 


| Prom the Radix at the pub of the Tangle 


ture 


Whenever Roaring Slagwurm 


attacks, tap all artifacts. 


ns compete for nesting grounds 
near the Radix. The young who hatch 


‘Target opponent chooses an artifact 
card in his or her graveyard. Put that 
card into play under your control. 
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(Serum Powder 
ya 


(Shield of Kaldra 


Equipment named Sword of Kaldra, ao Choose one ~- Until end of turn, 


ards of tar ne vou cc bean: Shield of Kaldra, and Helm of Kaldra eee ® creature is dealt damage, destroy i 
cards of targ Any time you could mulligan and gee adestacubie. until end of turn, whenever a creatur 


ae ne bye ards Serum Powder is in your hand, you ae put into a graveyard from play, that 
oy Seat ne nay ord may remove your hand from the ts E oe : Be creature’s controller loses life equal to its 
Mut them back wr y order, : ’ ~ i 4 ( Destr : : . 
: game, then draw that many cards. aC Pestry. 
wine (Cr cs a (Xo RG hs Oe MISTS i eg = Entwine @® (Choose both if you pay the 
: Equip # eee cTICT 


Choose one — : Add @ to your mana pool, 


NE 


sieht seein hisecdeidi 


Equipped creature gets +1/-1. Sacrifice an artifact: 
J 


oP : § 4 When equipped creature is put into 3 # becomes indestructible until end of turn. 
Change the target of target spell ee : ae F ‘ ("Des : He ial damage don’t : Acer, cess 
with a single target. : a ng 3 
COPEL. 
"You mught want to work on your aim.” 


unoeKev Walker 


& 


i Spawning Pit 


(Specter’s Shroud 


opincrusher 


RAEN 


Sacrifice a creature: Put a charge 
counter on Spawning Pit. 

b, Remove two charge counters from 
Spawning Pit: Put a 2/2 Spawn 
artifact creature token into play. 


(Spire Golem 


if Artifact Creature — Golem 


Affinity for Islands (This spell costs © 


i less to play for each Island you control) 


Flying 
16 the shimmering 


» Sea, the more if 
abil 
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 qeceecenonevens amen 


Equipped creature gets #10. 
Whenever equipped creature deals combat 
er, that player discards a 


control Bat 
y uo pl 


Put two +1/+1 counters on target 
creature and twe +1/+1 counters o 
another target creature. 


Strange times make jor strange all 


pone nono caateceaseatianensesenseeneesreteersessuceesa 


Imprint — When Spellbinder comes into 

play, you may remove an instant card in 

your hand from the game. 

Whenever equipped creature deals combat 
"ou may copy the 


without paying its mana c 
Eguip & 


Apprentive to 
ur library for 
an Equipment card, reveal that card, 
and put it into your hand. Then shuffle 
your library. 


finesse eee eee eo 


cs 


i Whenever Spincrusher blocks, put 


a +1/+1 counter on it. 
Remove a +1/+1 counter from 
Spincrusher: Spincrusher is 
unbiockable this turn. 


(sti 


Choose one ~~ Creatures you control 
get +2/+2 until end of turn; or until en 
of turn, creatures you control gam 
“Whenever this creature deals damage, 
you gain that much life.” 
Entwine 246 (Choose 
eniZINe co 


f vou pay the 





Sundering Titan 


Artifact Creature 


When Sundering Titan comes into 
play, choose a land of each basic 
land type, then destroy those lands. 
When Sundering Titan leaves play, 
choose a land of each basic land 
type, then destroy those lands. 


target noncreature artifacts. 
: Untap X target noncreature 


Menmarch shared a touch of hts por 
at for their ser lt is a debt 
to collect. 


anglewalker 


Creatures you control are unblockable 
as long as defending player controls an 
artifact land. 


In bringing I ta Mirrodin, a A was 
i than he kn 


Test of Faith 


Prevent the next 3 damage that would 
be dealt to target creature this turn, and 


put a +1/+] counter on that creature for 


each 1 damage prevented this way. 


pe Sorestrike Trident This creature 
deals damage equal to its power to target 


Talon of Pain 


Whenever a source you control other 
than Talon of Pain deals damage to an 
opponent, put a charge counter on 
‘Talon of Pain. 

%, @, Remove X charge counters from 
Talon of Pain: Talon of Pain deals & 
damage to target creature or player. 


Tears of Rage 


Instant 


Play Tears of Rage only durmg the 
declare attackers step. 

Attacking creatures you control get 
+X/+0 until end of turn, where X is the 
number of attacking creatures. Sacrifice 
those creatures at end of turn. 


ese Pete Venters 
E SES 


Thought Dissector 


Target opponent reveals cards from 


the top of his or her Hbrary unuil an artifact 


card or X cards are re 1, whichever 
comes first. If an artifact card is revealed 
this way, put it into play under your 
control and sacrifice Thought Diss 

Pur the rest of the revealed ca 

player’s graveyard. 


Sword of Fire and Ice 


Artifact — Equipment 


Equipped creature gets +2/+2 and has 
protection from red and from biue. 
Whenever equipped creature deals combat 
damage to a player, Sword of Fire and Ice 
Is 2 damage ta target creature or player 
ou draw a card, 


(Tangle Golem 


Artifact Creature — Golem 


Affinity for Forests (7his spell costs 
| less te play fer each Forest you 
control.) 


Z he longe 


Protection from artifacts 


“When the lewelers come again, we shall | 


be ready 


(Thunderstaff 


if Thunderstaff is untapped and a 


creature would deal combat damage | 


fo you, prevent 1 of that damage. 
©: Attacking creatures get 
+1/+0 until end of turn. 


| Artifact — Equipment 


Equipped creature gets +2/+2 and has 
protection from white and from black. 
Whenever equipped creature deals combat 
damage to a player, you gain 3 life and you 
may return up to one target creature card 
from your graveyard to your hand. 


Equip & 


ou may play Tangle Spider any 
time you could play an imstant. 


‘Tangle Spider may block as though LE 


it had flying, 


ve considered good luck by the 


Whenever fel-ilad Wolf becomes 
blocked by an artifact creature,” 
f gets +3/4+3 until end of turn. 


( Trinisphere 


As long as Trin : 
spell that would cost less than three 
mana to play costs three mana to play. 
é it the cost may be pe 
color af mana or color 
‘or example, a spell that would cost 
play costs 2® to play mstead. 
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{instant | |e instant 


Destroy target Equipment. [fthar =| : a Add two mana of any one color 
Equipment was attached te a é 2 Pe to your mana pool. Spend this 
creature, Unforge deals 2 damage 4 mana only to play artifact spells or 
to that creature. 2 : : : activated abilities of artifacts. 


All combat damage that would be 
dealt to you this turn is dealt to 
target attacking creature instead. 


Compared to the fire 4 4 
strength of stee otha : | : them, all er serve a purpose. © 


i) 


“Your arrogance is nev best weapon.” 


accel ii eee 


Viridian Acolyte fF Viridian Zealot 


reature — Elf Warrior 


Se : 
Counter target spell. Phat spell’s , ®: Add one mana of any color to : 
controller may draw a card. your mana pool. : *# 2, Sacrifice Viridian Zealot: Destroy 


F target artifact or enchantment. as 
ihe undead 


T will fight only the nature intended 4 those who he 
ard nature Intended us to win.” : both. 


(Vulshok Morningstar Vulshok War Boar 


When Vulshok War Boar comes into é Me. Sacrifice an Island: Pura 2/2 blue ae ae 7 ee 
play, sacrifice it unless you sacrifice #9 MM) Elemental creature token with flying | [J ge) OTe * JS i688 Bian or equal to 
an acifact BE into play. > ae the amount of life you gained. If you 
a a Ps + 3 a oS at 
a Le : do, draw X cards, 
: : ', Sacrifice a Mountain: Put a 3/3 red : 
Elemental creature token into play. 


us furnace if | 
for lack of fi : oS it gives legs to the earth and wigs te the sk 


ww rms Tooth 


: Blip a coin. If you win the flip, 
2 Wirefly acufact creature token 
with flying into If you lose the flip, 
destroy all Wire 


Whenever a player plays a green spell, 
you may gain I life. 


an be p 





is DARKSTEEL 


WHITE 


ons A BW Ne 


C Auriok Glaivemaster 
C Echoing Calm 

U Emissary of Hope 

C Hallow 

U Leonin Battlemage 
R Leonin Shikari 

C Loxodon Mystic 

C Metal Fatigue 

R Pristine Angel 

C Pteron Ghost 

R Pulse of the Fields 

U Purge 

C Ritual of Restoration 
R Soulscour 

R Steelshaper Apprentice 
U Stir the Pride 

U Test of Faith 

R Turn the Tables 


U Carry Away 

R Chromescale Drake 
C Echoing Truth 

U Hoverguard Observer 
R Last Word 

C Machinate 

C Magnetic Flux 

C Neurok Prodigy 

U Neurok Transmuter 

U Psychic Overload 

R Pulse of the Grid 

C Quicksilver Behemoth 
R Reshape 

R Retract 

U Second Sight 

R Synod Artificer 

C Vedalken Engineer 

C Vex 


R Ather Snap 

C Burden of Greed 

C Chittering Rats 

R Death Cloud 

C Echoing Decay 

U Emissary of Despair 
C Essence Drain 

R Greater Harvester 

C Grimclaw Bats 

C Hunger of the Nim 
R Mephitic Ooze 

U Murderous Spoils 

U Nim Abomination 

R Pulse of the Dross 

C Scavenging Scarab 
U Screams from Within 
U Scrounge 

R Shriveling Rot 


C Barbed Lightning 

C Crazed Goblin 

U Dismantle 

C Drooling Ogre 

C Echoing Ruin 

U Fireball 

R Flamebreak 

R Furnace Dragon 

U Goblin Archaeologist 
C Inflame 

C Krark-Clan Stoker 

R Pulse of the Forge 

R Savage Beating 

R Shunt 

R Slobad, Goblin Tinkerer 
U Tears of Rage 

C Unforge 

U Vulshok War Boar 


GREEN 
R Ageless Entity 
C Echoing Courage 
R Fangren Firstborn 
U Infested Roothold 
U Karstoderm 
C Nourish 
U Oxidize 
R Pulse of the Tangle 
C Reap and Sow 
R Rebuking Ceremony 
R Roaring Slagwurm 
U Stand Together 
C Tangle Spider 
U Tanglewalker 
C Tel-Jilad Outrider 
C Tel-Jilad Wolf 
C Viridian Acolyte 
R Viridian Zealot 


U A ther Vial 

U Angel’s Feather 

C Arcane Spyglass 

C Arcbound Bruiser 
U Arcbound Crusher 
U Arcbound Fiend 

C Arcbound Hybrid 
U Arcbound Lancer 
R Arcbound Overseer 
R Arcbound Ravager 
R Arcbound Reclaimer 
U Arcbound Slith 

C Arcbound Stinger 
C Arcbound Worker 
U Auriok Siege Sled 
U Chimeric Egg 

U Coretapper 

U Darksteel Brute 


R Darksteel Colossus 

R Darksteel Forge 

U Darksteel Gargoyle 

C Darksteel Ingot 

C Darksteel Pendant 

R Darksteel Reactor 

U Death-Mask Duplicant 

U Demon’s Horn 

U Dragon’s Claw 

C Drill-Skimmer 

C Dross Golem 

R Eater of Days 

R Gemini Engine 

U Genesis Chamber 

U Geth’s Grimoire 

R Heartseeker 

U Juggernaut 

U Kraken’s Eye 

C Leonin Bola 

R Lich’s Tomb 

R Memnarch 

R Mycosynth Lattice 

C Myr Landshaper 

R Myr Matrix 

C Myr Moonvessel 

U Nemesis Mask 

C Oxidda Golem 

R Panoptic Mirror 

C Razor Golem 

R Serum Powder 

R Shield of Kaldra 

U Skullclamp 

U Spawning Pit 

U Specter’s Shroud 

R Spellbinder 

U Spincrusher 

C Spire Golem 

R Sundering Titan 

U Surestrike Trident 

R Sword of Fire and Ice 

R Sword of Light and 
Shadow 

U Talon of Pain 

C Tangle Golem 

R Thought Dissector 

U Thunderstaff 

R Trinisphere 

C Ur-Golem’s Eye 

U Voltaic Construct 

C Vulshok Morningstar 

R Wand of the Elements 

R Well of Lost Dreams 

C Whispersilk Cloak 

U Wirefly Hive 

U Wurm’s Tooth 

R Blinkmoth Nexus 

C Darksteel Citadel 

U Mirrodin’s Core 


* ogo, So 
2@ e symbols 
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